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Chapter 1 | Introduction.

2

UNLV SoA | HD STUDIO

fig.1.4

With the growing popularity of esports
the need for resorts along the Las
Vegas Strip to stay relevant and
competitive is vital. Therefore, the
hospitality industry is seeking design
solutions to accommodate this new
generation of visitors.
Among these resorts, the Luxor Hotel &
Casino is the first to adopt a dedicated
venue (Esports Arena) for this type of
entertainment. Being the first of its kind
and taking the initial step to building
toward esports will be a gamble, but
if done successfully it could set a
precedent for future development of the
implementation of esports in the casino
resort environment.
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THESIS STATEMENT
From lobby to guestroom, esports has
the potential to provide visitors with an
authentic gaming experience through
flexible design, connectivity, and
community. It has the capability to go
beyond just the ballroom of the resort and
impact all aspects of design.
Using the Luxor as precedent to demonstrate
what the future of esports has on the
environment within the typical resort/casino we
can showcase different levels or tiers of design
based on the needs of the user, demonstrating
the excitement of esports and capitalizing on
an area of gaming currently missing on the
Strip.”
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Chapter 2 | eSports.
Esports, also known as competitive gaming (video
gaming) is currently a trending topic in casino
resorts and is showing signs of becoming a global
mainstream market.
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DATA & STATISTICS
The graph shows a trend in audience
growth from 2015-2020 (20% annual
growth). Esports is projected to have up to
one-billion dollars in revenue by 2020.
For brands, media, and entertainment
companies, esports provides a chance to
capitalize on the favorite pastime of digital
natives and millennials: playing games and
watching game content. (Newzoo, 2017)
These numbers show the exponential growth
of esports and how it is no longer a question
of why, but when it will be implemented in the
casino resort.
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ESPORTS & OLYMPICS
To further demonstrate the growing popularity of
esports, there has been momentum around idea of
incorporating esports into the 2024 Paris Olympics
as an official medal sport.
Tony Estanguet, co-president of the Paris bid
committee, has confirmed that he will speak with
the International Olympic Committee and esports
representatives about the full-fledged inclusion of
competitive video gaming when the Games come to
France in seven years’ time. (The Guardian, 2017)
The explosion in popularity of esports events, drawing
large crowds of youngsters to arenas for tournaments,
has already seen gaming embraced by the Asian
Games. It will become a full sport by the 2022 edition,
although details of which games will be contested are
yet to be provided. (ESPN, 2017)
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fig. 2.2

fig. 2.3
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Chapter 3 | Case Studies.
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INTERNATIONAL
Yongsan Esport Stadium
Seoul, Korea

fig.3.1

fig.3.2

An approximately 200 seat venue,
the stadium is composed of a raised
main stage (winners stage), player
booths at each end of the stage,
camera equipment for commentary,
dedicated player cameras, an analyst
desk, and a media section.
It is the first stadium in the world
specifically created for online gaming
& esports. The audience is able to
experience watching esports in real life,
as well as play games in auxiliary rooms
and meet others within the industry.

Blizzard E-Stadium
Taipei, Taiwan

fig.3.3

The 17,500 square foot venue
serves as an event center that holds
approximately 500 seats and contains
multiple large display screens The
Blizzard E-Stadium is one of the premier
venues for esports in the Asia-Pacific
region and within the industry.
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NATIONAL
Esports Arena (Allied Sports)
Santa Ana, California
Since opening in 2015 the 5,000
square foot facility hosts a variety of
esports related functions such as: daily
video game competitions, producing
digital content, and providing space/
equipment for industry sponsored
events. The modular facility allows for
both small and large scale esports and
entertainment events.

fig.3.4
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fig.3.5

fig.3.6

LOCAL
Millennial Esports
(Downtown) Las Vegas, Nevada

fig.3.7

Open in 2017, the 15,000 square foot
venue holds approximately 500 seats
and provides resources for gaming
technology, event management, and
production/broadcasting. The space
facilitates esports tournaments and
initiatives and is available for special
events within the industry.

fig.3.8

Esports Lounge
(Downtown) Las Vegas, Nevada
Esports Lounge at the Downtown Grand
opened in 2015. The 3,900 square
foot space offers daily esports casual
contests, esports betting, and the latest
in gaming technology. The facility also
offers food and beverage options that
caters to visitor needs.
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LOCAL
Esports Arena (Unbuilt)
Las Vegas, Nevada
YWS Architects
Scheduled to open early 2018, the
30,000 square foot facility will serve
as North Americas premier esports
hub. MGM was approached by the
Allied Sports to test out their concept
of a dedicated esport venue on the
Las Vegas Strip.
The facility will host not only esport
related content, but also food/beverage
options as well as providing a unique
take on the “Las Vegas Experience”.
The space is composed of two parts,
the front entry feature and the rear
esports stadium.
The entry will house a smaller gaming
area, as well as virtual reality games
and front desk. After checking in at
the desk, guests will have access
to the larger esports stadium in
the back. This is where visitors will
become fully immersed in the esports
experience.

16
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Chapter 4 | Luxor.
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SITE SELECTION
Why Luxor..?
Being the first of its kind, a fully
integrated esport casino resort,
would put the Luxor on the map and
help bring more attention to another
MGM property, as well as shine even
more of a spotlight on the growing
phenomenon of esports.
The Luxor’s physical location on the
Strip would also be a benefit due to
the amount of tournament traffic that
has been held at the Mandalay Bay
Event Center in the past, as well as the
proximity to the future Raider Stadium.
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RIPPLE EFFECT &
MICROCLIMATES
The ‘ripple effect’ was a concept that
assisted in driving the idea of esports
throughout the casino environment.
The analogy describes throwing a single
stone into a body of water, this creates
a ripple effect throughout the surface
of the water. The problem is, if two
different bodies of water are present,
throwing a single stone would only
affect one.
However, if we were to take that
same stone and break it into multiple
pieces and throw it across the two
bodies of water we are able to create
that same ripple effect across the
surface of each, generating even
more movement.
This concept demonstrates that there is
more power in taking our idea (esports)
and spreading it out across the different
programs within the resort to activate
all the spaces, therefore making
microclimates throughout the property
in the process.

20
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PROGRAMMABLE
SPACES
In order to begin designing and
incorporating esports into the Luxor
the first step was to identify the
programmable spaces. To gain the
most out of the design experiments,
the spaces were chosen based on scale
to provide a variety of experiences and
approaches to design.
Ultimately, the four areas that were
selected were the: exterior (facade),
casino floor, bar (food/beverage area), and
guestroom. These spaces provided a wide
range of scales, from large to small, to
test the design strategies and guidelines
proposed.

22
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Chapter 5 | Design Guidelines.
The following chapter outlines the guidelines developed and used
to make informed decisions throughout all iterations and tiers of
design proposals.
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FLEXIBILITY
adj.
susceptible of modification or
adaptation; adaptable
Of all the principles explored
throughout this chapter,
incorporating flexibility into the
design of esports is the most critical
guideline.
Design flexibility would allow spaces
to transform and fulfill multiple
programmatic functions and needs
of the user. This could be achieved
through expansion/retraction of walls,
panels, and furniture, as well as
flexibility of program.

26
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fig.5.1

fig.5.2

fig.5.3
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MODERNFOLD
One of the leaders in custom-design
operable partitions is Modernfold.
The company offers a variety of
partition types that allows for
flexibility of space in almost any
situation. (Modernfold, 2015)
The ability to define space and
ultimately create different microclimates
within a larger open area is invaluable
in designing for esports. Applying this
type of system would provide a variety
of possibilities in the transformation of
a space changing not only form, but
programmatic function.
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fig. 5.4

fig. 5.5
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fig. 5.6

fig. 5.7
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FLEXIBLE FURNITURE
The use of flexible furniture,
especially in the guestroom space,
can have just as big of an impact
as movable wall partitions. When
flexible furniture is successfully
implemented, space can seem much
larger than it actually is or even
change function.
Similar to the movable wall partitions,
flexibility of furniture can have a
profound impact within the confines of
a particular space, but at a much more
reasonable price in some cases.
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POP-UP TRENDS
Another way a space can be flexible is
through its actual program. If esports
within the casino resort environment
truly wants to capture its audience, it will
need to be flexible enough to cater to the
unique transient nature of both visitors of
Las Vegas and esports.
Pop-up trends can manifest either through
restaurant or shopping settings. The idea
behind the pop-up shop is to be able to
quickly and efficiently provide amenities or
goods to a particular group of people for a
relatively short period of time. This flexibility
of program would allow the resort to cater to
the changing crowd esports offers without
having to permanently sacrifice space.

32
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CONNECTIVITY
n.
the state or extent of being
connected or interconnected
Connecting visitors, viewers, and
spectators to the high-energy and
action of the esports through the
development of a proper digital
infrastructure will provide guests with
an immersive experience.
Spectators and spectating are two of
the most profitable aspects of esports,
so designing a digital infrastructure that
supports this audience is necessary in a
successful space.
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COMMUNITY
n.
a group of people living in the
same place or having a particular
characteristic in common
Building a community that promotes
interaction among guests through social
events, digital media, and technology
will provide a more authentic experience
at all scales within the resort. This will
create an environment people will want
to be and inhabit, the ultimate esport
destination.
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Chapter 6 | Design Proposal.
This chapter dives into the design experiments and multiple
tiers of development at each of the programmable spaces.
Through the research process we recognized that not all clients
looking to incorporate esports into their casino resort may not
want to fully integrate it into their model, so this chapter looks
at each programmable space and how to esports could be
implemented at different level of design.
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EXTERIOR
Tier #1
The first level of exterior design looks
to incorporate augmented reality and
digital media onto the facade of the
structure. At the surface the pyramid
would appear normal, but through
the lens of a smart phone, tablet, or
augmented reality devise the user would
be able to view the network of rooms
connected and participating in esport
related activities. By doing this the hotel
can accentuate the network and digital
infrastructure created within casino
resort.
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fig.4.2
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EXTERIOR
Tier #2
The next level of exterior design looks
at enhancing the technology from the
previous design. By turning the entire
facade into a digital display interface
the Luxor that would allow the exterior
to showcase the excitement of esports
experienced within the casino resort.
Also, this tier would utilize the light
feature to display different colors based
on specific events.
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EXTERIOR
Tier #3
The last concept takes a full-blown
futuristic approach on design by display
a completely holographic image on
the facade based on the esport event
taking place. In this case the pyramid
takes the form the “Nexus” an iconic
structure from the popular game League
of Legends.
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Actual nexus from League of Legends
fig.6.2
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CASINO FLOOR
Tier #1
The casino floor is a difficult space to
implement esport related designs due to
its open floor plan. To help define space
this design calls out a ceiling system
that incorporates a movable wall system
that would allow the partition of space,
as well as serve as digital displays. This
would allow for the open floor plan look,
but also provide the flexibility to create
unique spaces within.
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CASINO FLOOR
Tier #2
This iteration of casino floor design
builds on the previous idea of ceiling
system and movable walls. This
design incorporates a more enclosed
space which will allow for a more
intimate gathering among both esport
enthusiasts and casual visitors. The
technology built into the movable
partitions would engage spectators in
the action happening within the spaces.
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CASINO FLOOR
Tier #3
The final casino floor concept displays
the flexibility of the space as well as
further upgrading of the technology.
The space is transformed into a
lounge in the middle of the casino
floor while using the wall partitions for
augmented/virtual reality video games.
This tier allows for more flexibility
and connection by making it possible
for simple design changes to fit the
occasion.
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BAR
Tier #1
The first tier uses a movable wall to
divide the bar space into a pop-up
restaurant that would cater to the
esports community during special
events. The space also provides
flexible seating for dining, gaming, and
lounging, as well as typical gaming
space.
By doing this the resort could continue
to gain revenue from the guests within
the hotel, rather than losing it due to
visitors leaving to get a meal or other
type of service outside of the resort.
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BAR
Tier #2
This concept displays how the bar
can transform into an esports book
by providing the proper digital display
technology as well as telescopic seating
for both casual dining, lounging, and
gambling. The space is able to serve
a multitude of functions, therefore
providing users with a more flexible
and connective space to enjoy esport
related activity.
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BAR
Tier #3
The final bar concept transforms the
space into two separate enclosed
gaming boxes where both pro and
casual gaming events can take place.
It uses telescopic seating from the
previous tier for spectator use and
also provides augmented/virtual reality
displays to create an immersive esports
experience.
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GUESTROOM
Tier #1
The tier one model guestroom takes an
initial step to incorporating esports by
providing flexible furniture, as well as
high-speed internet/wi-fi services. The
space uses the flexibility of the furniture
to allow guests to transform the room
into a space they can create their own,
therefore providing a unique experience
within each room.
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GUESTROOM
Tier #2
Tier two takes moderate steps to
incorporating esports by providing
further amenities such as upgraded
digital displays and revamped finishes.
In this iteration the space displays the
flexibility of the room by transforming
it into a broadcasting space for esport
related content. Using the space to
serve as more than just a bedroom
shows the flexibility program, making
the possibility of what the room could
be virtually limitless.
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GUESTROOM
Tier #3
The final guest room tier actively
incorporates esports into the rooms by
providing the movable wall and ceiling
systems as well as providing the top of
the line digital media technology. All of
the walls within the room become digital
displays allowing the guest to become
immersed within game title of their
choice.
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Chapter 7 | Conclusion.
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fig.7.1
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CONCLUSION
The research gathered is telling of the growing enthusiasm that
surrounds the topic of esports in the integrated casino resort
environment. At G2E (the Global Gaming Expo) 2017, an annual
international gaming trade show and conference in Las Vegas, there
were 20 sessions dedicated to the topic of esports, a number that has
increased immensely from the previous year putting a new emphasis on
the viability and success on esports.
Through the design experiments and proposals outlined in this book it was
evident that the effectiveness of the guidelines varied depending on the
program. Of the three proposed guidelines, flexibility was the most critical
in being able to develop spaces architecturally. Technology also greatly
impacted the design of each tier and provided the most assistance for
connectivity and building community.
The different iterations of design proposals provide many possible solutions
for the hospitality industry to draw from, and hopes to serve as a guide
for informing the future design of esports in the integrated resort casino
environment.
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Chapter 8 | Appendix.
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THE DOWNTOWN GRAND
Site Selection
The Downtown Grand, is the first casino
in the nation to place a legal bet on
esports. It also hosts its own esports
lounge that is open to the public on
weekends and special events. The
goal with this project is to elevate
the experience for the user as well
as market to the underserved esport
demographic and gain revenue for the
casino/resort.
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ESPORTS INITIATIVE
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EXISTING CONDITIONS
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SPACE FLEXIBILITY
The ability for the space to function at multiple levels is critical
for a successful esport venue. The space must be able to
cater to an audience on a typical Tuesday work-week just as
well as it would on a Friday night. The ability to be flexible is
necessary to serve this dynamic market.

DESIGN OPTION/TIER #01 - TYPICAL DAY-TO-DAY
(MINIMAL TRAFFIC)

DESIGN OPTION/TIER #02 - WEEKENDS/SPECIAL EVENT
(MODERATE TRAFFIC)

DESIGN OPTION/TIER #03 - ANNUAL/MAJOR EVENT
(HEAVY TRAFFIC)
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TIER #1 - FLOOR PLAN

01

02

BAR

ENTRY/
CHECK-IN
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03

04

LOUNGE/
GAMING/
SPECTATORS RESTAURANT

05
DINING

FLEXIBLE FURNITURE:
- SEATING
- TABLES
- MODULAR GAMING SET-UPS
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TIER #2 - FLOOR PLAN

01

02

BAR

ENTRY/
CHECK-IN
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03

04

LOUNGE/
GAMING/
SPECTATORS RESTAURANT

05
DINING

MOVABLE WALL PARTITIONS
- CREATING UNIQUE/INTIMATE SPACES
- DESIGNATED GAMING AREAS
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TIER #3 - FLOOR PLAN

01

02

BAR

ENTRY/
CHECK-IN
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03

04

LOUNGE/
GAMING/
SPECTATORS RESTAURANT

05
DINING

TIER #3 - 2ND FLOOR PLAN

EXTENSION OF ESPORTS THROUGHOUT RESORT
- MEZZANINE
- STREET ACTIVATION
- SPORTSBOOK, POOL DECK, ETC...
UNLV SoA | HD STUDIO
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Chapter 9 | References.
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fig.6.1: https://cdn.vox-cdn.com/uploads/chorus_asset/file/7874957/Group_Seats.jpg
fig.6.2: http://www.team-dignitas.net/uploads/tinymce/images/inhibitor_transparent.png
fig.7.1: https://populous.com/wp-content/uploads/FUTURE-OF-ESPORTS_FINAL-PRESENTATION_
CLEAN_201716-e1490046587858.jpg
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